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Waking the Dead is an intermediate adventure for the

) Contagion Revised Edition Role Playing Game. The world

of Contagion is a dark and terrifying place. On the

surface it is no different than the world you and I live in.

%' Most people go on about their lives never realizing the

terrors that walk among them.
Despite humanity’s vast ignorance, the horrors are there.
Monsters stalk the night, hunting from the shadows and
feeding from the human herd. Some people seck forbidden
lore in an attempt to gain power and control over these
horrible creatures. Such endeavors often end badly.
Waking the Dead is a glimpse of power-hungry madness in
the Contagion setting. In this adventure, a small rural
4/ community pays the price for one woman’s careless lust

- for power. The opposition in Waking the Dead is sufficient
that this adventure seed should be run with characters

and players who are at least somewhat familiar with the

2l Contagion setting. While veteran players and characters
' o will find very little challenge in Waking the Dead, the

opposition is a bit much for beginners. Characters should

. enter this adventure knowing just enough to be slightly
dangerous to their enemies and very dangerous to

" themselves.

Waking the Dead is designed for 4-6 players of 4th to 71
level. People familiar with other role playing games will

. find something unusual in the design concept of Waking the

Dead. Rather than being a linear module with events that

4 oo from point A to point B, this adventure offers a stor
g P p ) y

~ seed. Basic events are illustrated, along with character
snapshots. The ending is left open and ambiguous, for the

Gamemaster to decide.

" WAKING THE DEAD

“ Premise

+ For twenty years, the residents of Kings, Illinois have
avoided the run down, two story house at 313 Second

# Street. Local rumor has it that the abandoned house was
4 once home to a coven of Satan worshippers. According

y to legend, four evil women once lived in the house,

g’ performing dark rituals and fornicating with demons.

* One Halloween, during a black ritual, the local residents
allegedly saw green lights glowing from the windows
_ of the house and heard women screaming, The next day

the house was abandoned and boarded up. The witches

~ were never seen or heard from again, and the house has

~ remained unmolested for two decades. . .until now.

% Behind the Scenes

" As is often the case, the legend of the “Witch House” is
* partially true. A coven of witches did indeed live at 313

" Second Street two decades ago. The coven was comprised

of four practicing Pagans who had selected the rural
community for its isolation and relative peace. Seeking to
avoid the dangers of the city, the coven moved to Kings.
For about a year everything went well for the Pagans. The
coven was able to worship freely with little concern for
encounters with other supernatural beings. The townsfolk
were suspicious of the “witches” but for the most part the
women were left to their own devices.

Things took a turn for the worse when the coven’s
youngest member sought out lore on the necromantic arts.
Hiding her studies from her own coven, Sara Whitaker
slowly began to master the arts of necromancy.

As she learned more about the magics of the dead, Sara
began to take short sabbaticals into Chicago. It was there
that she met an accomplished Magus of the Council of
Tears (see Virulence) who offered to instruct the apt
pupil. Within a few short months Sara underwent rites of
initiation into the Council.

As Sara’s knowledge of necromancy increased, she grew
cold and distant. Her sisters in the coven began to notice
many changes in Sara, and before long, they came to fear
their wayward coven mate. The night before Samhain,
Sara’s coven snuck away to devise a plan to confront Sara.
Unfortunately for the coven, Sara had become quite
paranoid by this time. Suspecting that the others were
conspiring against her, Sara sent a ghost to spy on her
sisters. When she learned that her coven planned to
confront her, Sara went about making grisly preparations
to beat her coven to the punch.

Collecting twenty corpses from a nearby cemetery, Sara
worked a dark ritual to create a small army. Aided by a
rare spell that she had been taught by her mentor, Sara was
able to create unusually puissant zombies. When the coven
confronted Sara on Halloween, she unleashed the walking
dead in an attempt to destroy her sisters.

Upon seeing the undead army, Sara’s coven knew that
there was little hope of victory. Using potent magics, they
sealed themselves in the house with Sara and the zombies,
dooming themselves to certain death, but saving the small
town that feared and misunderstood them.

Now, twenty years later, the “Witch House” has become

a local legend. The people of Kings avoid the run-down,
boarded up house. Local children dare each other to run
up and knock on the door, but for twenty years none had
been foolish enough to try to enter.

Unfortunately for the people of Kings, two decades of
relative quiet is about to come to a horrifying end. A pair
of teenagers has broken into the “Witch House” to pursue
carnal activities. Their quest for a private make-out spot

has led them to inadvertently wake the dead and unleash
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evil on the small town of Kings.

Objectives

Save the citizens of Kings. Contain the zombie threat.
Reseal the wards on the house or destroy Sara Whitaker.

Setting

Kings, Illinois is a very small rural community located 8
miles from Rochelle, Illinois. Four major streets run north
to south in Kings (numbered 1* through 4*). Running east
to west are Linn Street (also Highway 64, the main road
into or out of town), High Street, Cherry Street, Romero
Drive, Main Street and Lincoln Avenue. Washington Street,
only a block long, runs north to south, connecting Main
Street and Lincoln Avenue.

When approaching Kings from Highway 64, an incoming
traveler sees open fields to the north and south. A sign
indicating “Kings Population 215” indicates arrival in this
sleepy hamlet. Past the sign there are a few houses on
either side of Linn Street. On the corner of 1* Street and
Linn is an abandoned auto shop, its doors long closed

and its broken windows boarded over. On the corner of
Linn and 3™ there is a small chapel to the north, and a
roadhouse with a sign that reads only “Bar and Grill” to

the south. Past 4 Street is another eight miles of farmland
leading to the nearby city of Rochelle.

Going down any of the streets in Kings leads to several
residential homes. The houses in Kings tend to be older
construction and in moderate states of disrepair. There

are trees or shrubs in many of the lawns. Households with
children tend toward sandboxes and tree swings. A few
homes have vehicles or farm equipment in varying states of
disrepair sitting in the lawn.

A set of railroad tracks runs through town, parallel to 3rd
Street and intersecting with Linn, High, and Main Streets.
At the corner of 3" and Main is a grain storage facility.
Most times of the day train cars sit next to the facility
waiting to be filed and sent off. During summer and
autumn, the train only leaves Kings three times a week,

on Monday, Wednesday, and Friday at 6:15 AM. The train
returns eight hours later to await another filling. In spring
and winter, the train cars sit empty next to the seasonal
facility.

On the corner of 2™ Street and Cherry sits the “Witch
House”. The gray, run down two-story home has been
obviously abandoned for some time. The windows are all
boarded over and mischievous teens have vandalized the
weather worn exterior walls with spray paint. The porch is
rotten and looks structurally unsafe. The lawn of the home
grows wildly and sporadically, a mixture of untended grass

and weeds.

The inside of the home is a mess. The turniture is worn
and torn, the walls are cracked and faded, and the contents
of the shelves and cupboards have long since been scattered
across the floor. Thick dust has accumulated on every
surface. The floor creaks constantly and the hinges on
every door are rusted. Only the kitchen has marginally
avoided this fate, and anyone who enters it may easily
discern that the area has been used recently (Intelligence
check DC 10). This is where Sara concocts her potions and
spells.

The basement of the “Witch House” is Sara’s sanctuary. The
old witch keeps her books and supplies in the darkened
cellar. She has also warded the area against undead
intruders, giving her some reprieve from her zombie

slaves.

Getting the Ball Rolling
The “Witch House” has been magically sealed and

undisturbed for two decades. On a quiet Thursday evening
Steve Humphries and Renee Hammond unwittingly

break the protective wards and sneak into the abandoned
house. In an attempt to get away from the watchful eyes
of Renee’s mother, Steve persuades Renee to break into
the house with him so they can privately sate their teenage
lust. In breaking open the front door of the “Witch House”
they break the wards, awakening the evil within.

Within minutes animate corpses swarm the two teens.
While their ultimate fate is left to the Gamemaster, these
reckless teenagers manage to release Sara Whitaker and
her nightmarish creations from the “Witch House.” Sara’s
Accused Zombies escape the house to wreak havoc and
spread their curse throughout Kings.

There are a number of ways to draw the characters into
this scenario, depending on where the Gamemaster wants

to begin the story and the style of the campaign.

Just Passing Through

One common, if slightly overused approach, would be to
have the characters simply passing through the town as
events unfold. Maybe they’re on a road trip and decide to
stop at the roadhouse for a meal or drink. Perhaps their car
breaks down, stranding them in the rural community while
they await roadside assistance. Either way, the characters

in this scenario are wanderers who just happen onto a

horrifying ordeal.
Over the River and Tbrough the Woods

The characters could be visiting a friend or family member
in Kings when Sara is released. While a small town overrun
with magical zombies is frightening, that fright becomes
much more personal if someone that the characters care

about is trapped in the town itself. Maybe one of the

CONTAGION
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characters is related to the Hammonds. This can add a level
of personal investment to the adventure, as the characters

~ try to save one of the reckless teens responsible for

- releasing this terrible evil. For added effect, introduce the
¢ Hammonds a few sessions before running Waking the Dead.
" Let the characters build a rapport with them, building

~ pleasant, if mundane, relationships. This way the players
will feel a greater sense of urgency when the NPC’s they
have come to know and love are dragged kicking and

_ screaming into the darkness.

~ Exorcism 911

Another approach might be to have the characters
_:“" receive a panicked phone call from a friend or relative
inside Kings, begging for rescue. Before the stranded

ally can explain what’s going on, the phone line is cut,

" terminating the conversation and leaving the characters

* to wonder what has happened. Unsure of what lies ahead,
o the characters head for Kings to rescue their loved one.
This approach can also benefit greatly from a previous

- relationship with the Hammonds.

“ To Serve and Protect

gl Itis possible that the characters are involved with a

larger organization such as the Guardians of the Innocent

= or Department 7. In this scenario, the character’s

' organization has received word of the situation in Kings
and has deployed the characters to investigate. Of

. course, by the time the “authorities” find out what is

. happening, things in Kings have gotten pretty bad. This

+ is survival horror at its finest, as surely by the time the

4  characters arrive, most of the city has been overrun by the

undead. The objective of this type of adventure becomes

- 8 quarantining and eliminating the undead, seeing Sara
" brought to justice, and saving what few survivors might

#* still remain hidden in the town.

- Forbidden Lore

Perhaps the characters are less altruistic. Maybe all the

+ characters care about is getting their hands on Sara’s Book

v of Shadows and learning the Curse Corpse spell. Whether the

characters are servants to infernal forces, power hungry

- Magi, or simply magic aficionados with weak moral fiber;

' this approach changes the objectives to simple survival and
acquisition of Sara’s potent spell.

Of course, the old witch is not likely to let go of her

.+ treasured knowledge easily. ..

Characters of Note

Typical Kings Resident (Medium Human, 1** level Bystander)
CR 1/4 | DEF 9 BAB +0
(1 DEX)
STR 9 Touch 9 Grapple +0
DEX 9 Flat Footed 10 Reach 5
CON 9 HD 1d6-1 ES 5" by 5’
INT 9 HP 5 Saves
WIS 9 MAS 9 FORT +1
CHA 9 INIT -1 REF -1
CP 3 SPD 30° WILL +0
Attack Melee-1, Ranged -

Alignment: Neutral Good

Equipment: Wallet, possibly a weapon of opportunity.
Feats: SimpleWeapons Prcﬁciency

Occupation: Any

Skills: Any 5 at +1, any 3 at +2

Wealth: 5

Debbie Hammond

Three weeks ago, Debbie Hammond moved to Kings with
her fourteen-year-old daughter, Renee. Debbie is a single
mother, having left Renee’s father when Renee was seven.
She supports herself and Renee by working in nearby
Rochelle as an administrative assistant at Rochelle High
School. This allows Debbie to be home when her daughter
is home, and pays the bills. Though the Hammonds are
hardly wealthy, they live comfortably. Between Debbie’s
salary, and the child support paid by Renee’s father, the
Hammonds maintain a middle class lifestyle.

Debbie does not approve of her daughter’s new boyfriend.
She is trying to communicate her disapproval to Renee
without directly forbidding the relationship. She knows
that if she tries to force her daughter to do anything, she

will simply push her away.

+ CONTAGION
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Debbie Hammond (Medium Human, 2™ level Bystander
CR 2 | DEF 11 BAB +1
(+1 DEX)
STR 11 | Touch 11 Grapple +1
DEX 13 | Flat Footed 10 Reach 5
CON 15 | HD 2d6+4 ES 5 by 5’
INT 11 | HP 13 Saves
WIS 17 | MAS 15 FORT +2
CHA 13 | INIT +1 REF +1
CP 3 | SPD 30° WILL +5
Attack Melee +1, Ranged +2

Alignment: Neutral Good

Class/ Racial Abilities: Versatility 1

Equipment: Cell phone, professional clothing, purse
Feats: Attentive, Educated

Occupation: White Collar

Skills: Bluff +3, Computer Use +2, Craft (Writing)
+2, Diplomacy +3, Gather Information +3, Intimidate
+2, Knowledge (Art) +4, Knowledge (History) +3,
Knowledge (Pop Culture) +1, Knowledge (Streetwise)
+1, Listen +7, Profession +5, Sense Motive +5, Spot +7
Wealth: 9

Renee Hammond

Renee is an average teenage girl. She has a bit of
resentment toward her parents regarding their divorce,
and hates the fact that her mother bought a home in Kings
as opposed to getting an apartment in Rochelle. Renee
constantly complains about living in a rural community
where nothing “interesting” ever happens.

Within a week of starting at her new high school, Renee
found a boy that she adores. Steve Humpbhries is everything

Renee could ask for in a boyfriend. He is attractive,
likes the same music and TV shows that she likes, and

showers her with romantic, puppy love inspired gifts and

CONTAGION

compliments. What Renee fails to realize, is that Steve's
advances are fueled more by raging hormones than
emotional attachment. His attentions are directed toward
weaseling his way into Renee’s pants, as he has several
other girls at Rochelle High School. Being new at the
school, Renee has not heard much of Steve’s reputation,
and would be very disinclined to believe it considering the

way he treats her.

Renee Hammond (Medium Human, 1* level Bystander)
CR 1 | DEF 13 BAB +0
(+3 DEX)
STR 15 | Touch 10 Grapple +2
DEX 17 | Flat Footed 10 Reach 5
CON 16 | HD 1d6+3 ES 5 by 5’
INT 16 | HP 9 Saves
WIS 13 | MAS 16 FORT +3
CHA 18 | INIT +3 REF +3
CP 5 | SPD 30° WILL +3
Attack Melee +2, Ranged +3

Alignment: Neutral Good

Equipment: Cell phone, trendy clothing, purse
Feats: Attentive, Creative

Occupation: None

Skills: Bluff +8, Computer Use +6, Craft (Visual
Art) +8, Craft (Writing) +8, Gather Information +6,
Knowledge (Art) +4, Knowledge (Pop Culture) +6,
Knowledge (Streetwise) +6, Listen +7, Spot +7

Wealth: 0

Steve Humphries

Steve thinks of himself as a player. He finds girls who

need attention, whether due to a lack of self-esteem, a
lack of friends, or simply being new in town, and he preys
on them. Steve is very good at what he does, and knows
exactly what to say to young, vulnerable women to talk his
way into their pants. Several of Steve’s former conquests
have never spoken up or retaliated against him because of
their own vulnerability and weakness.

It was Steve’s idea to break into the “Witch House” in
order to get away fro the watchful eyes of Renee’s mother.
He figured an abandoned house would be a good place

to get down with Renee without being disturbed. Now,
Steve’s relentless pursuit of a piece of ass is likely going to

cost him his life.

Steve Humphries (Medium Human, 1% level Casanova)
CR I | DEF 12 BAB +0
(F2 DEX)
STR 10 | Touch 10 Grapple +0
DEX 14| Flat Footed 10 Reach 5
CON 16 | HD 1d6+2 ES 5 by 5’
INT 15 | HP 8 Saves
WIS 16 | MAS 16 FORT +2
CHA 17 | INIT +2 REF +1
CP 5 | SPD 30° WILL +5
Attack Melee +0, Ranged +2

Alignment: Lawful Evil

Class/ Racial Abilities: Charm
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- Equipment: Cell phone, trendy clothing, condoms
. Feats: Deceptive, SimpleWeapon Proficiency, Skilled x2

be. ! 7 Occupation: Student
. Skills: Bluff +9, Computer Use +4, Diplomacy

17, Disguise +7, Drive +3, Gather Information +7,

. Knowledge (Pop Culture) +7, Knowledge (Streetwise)
17, Listen 17, Sense Motive +7, Spot +7

Wealth: 1

SaraWhitaker

; *+ Sara gained great power during her brief studies with

the Council of Tears. Sadly, this power cost her sanity.

- Her madness caused her sisters to lock her away behind

. powerful wards. For the past two decades, Sara has been
stuck in the company of her undead servants, cut off
from the outside world. This isolation has done nothing to

" improve her mental state, and Sara now thinks of herself as

"o an avatar of the undead. Seeking to spread the putrescent

+ corruption of her servants, Sara sees the destruction of the
wards as a sign that her time to reign the earth as Queen of
the Undead has finally arrived.

Sara Whitaker (Medium Human, 7% level Pagan)
CR 7 | DEF 15 BAB +3
(+1 DEX, +4 class)

STR 10 | Touch 15 Grapple +3

DEX 13 | Flat 10 Reach 5
Footed

CON 13 | HD 7d8+7 ES 5 by 5’

INT 12 | HP 47 Saves

WIS 15 | MAS 16 FORT +6

CHA 19 [ INIT +4 REF +5

CP 10 | SPD 30° WILL +6

Attack +3 melee, +4 ranged

Alignment: Chaotic Evil

& Class/ Racial Abilities: Brew Potion, Combat Casting,

Discern Lie, Rebuke Undead

-l Equipment: Potions (2 of each of the following: Bear’s
"+ Endurance, Cat’s Grace, Cure Serious Wounds, Owl’s
‘ Wisdom, Blood Trail (All potions are caster level 6. Cost:

. $270 and 18 XP each),

Feats: Attribute Training: Dexterity (x2), Dodge, Educated,
Empower Turning, Fortune, Improved Damage Threshold, Improved
o Initiative, Magical Affinity, SimpleWeapons Proficiency

o Skills: Concentration +6, Craft (Chemical)+6, Craft

: (Pharmaceutical)+5, Craft (Visual Art) +5, Gather

* Information +9, Knowledge (Arcana) +7, Knowledge
(Streetwise) +7, Knowledge (Theology and Philosophy)
+5, Profession +6, Research +5, Sense Motive +6,

e Spellcraft +7, Spot +6, Treat Injury +6
_‘. Occupation: Hedge Wizard

', N Spells: 0-Level: Create Water, Cure Minor Wounds,
& Detect Magic, Purify Food And Drink, Resistance,

L Strangled Steel, Virtue; 1st Level: Blood Trail, Cure Light

¢ Wounds, Chameleon Skin, Detect Spirits, Elemental

Weapon; 2nd Level: Cat’s Grace, Bear’s Endurance, Owl’s
Wisdom; 3rd Level: Create Food/ Water, Cure Serious
Wounds; 4th Level: Curse Corpse (May Cast 9 0-Level Spells,
7 Ist Level Spells, 5 2nd Level Spells, 4 3rd Level Spells, And 2
4th Level Spells Per Day.)

Wealth: 0

Accursed Zombie

Accursed Zombies are undead created through the spell
curse corpse. Shambling corpses who exist to follow orders
and procreate, Accursed Zombies attack their victims,
clawing, biting, and beating them to death. Once a victim
is dead, the Accursed Zombie spends one minute carving
the Sigil of the Cursed Corpse on the victim, creating
another Accursed Zombie. During this time the Accursed
Zombie can take no action other than carving the sigil,
and is considered helpless against attacks. Because of their
magical nature, Accursed Zombies are nearly invulnerable
to harm. Accursed

Zombies do not speak, only following orders when
mystically compelled to do so.

Template Traits

Accursed Zombie is a template that can be added to any
humanoid or monstrous humanoid creature other than an
Undead (referred to hereafter as the base creature.) It uses
all the base creature’s statistics and special abilities except
as noted here.

Ability Scores: An Accursed Zombie’s ability scores change
as follows: STR +4, DEX +2; it has no Constitution or
Intelligence score, its Wisdom changes to 10, and its CHA
decreases to 1.

Alignment: The creature’s alignment becomes Chaotic

CONTAGION
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Neutral.

Attacks: Accursed Zombies retain all the natural attacks of
the base creature. An Accursed Zombie also gains a slam
attack, a bite attack, and a claw attack.

Damage: Natural and manufactured weapons deal damage
normally. A slam attack deals 1d6 damage (but use the
base creature’s slam damage if greater). For purposes of
Strength bonuses to damage, a slam attack is considered a
two-handed attack.

An Accursed Zombie’s bite does 1d8 damage (but use the
base creature’s bite damage if greater).

An Accursed Zombie’s claw attack does 1d6 damage (but
use the base creature’s claw damage if greater).

Challenge Rating: An Accursed Zombie’s Challenge Rating
is1/2

Contagion Points: An Accursed Zombie does not acquire

Oor amass Contagion Points. It loses any Contagion Points
possessed at the time of transformation.

Defense: Accursed Zombies gain a +4 armor bonus to
Defense.

Feats: Accursed Zombies lose all previous feats and gain
Savage Rending.

Hit Dice: Drop any Hit Dice gained from experience,
quadruple the number of Hit Dice left, and raise them to
di12

Saves: An Accursed Zombie uses standard saving throws for
n undead creature.

Skills: Accursed Zombies lose all skills.

Speed: 20

Special Qualities: An Accursed Zombie loses all of the base
creature’s supernatural and spell-like qualities except

for immunity or resistance to specific energy types.

An Accursed Zombie may retain any or all of the base
creature’s extraordinary abilities, at the GM’s discretion. In
addition to gaining the undead type, an Accursed Zombie
has the following special qualities:

Cursed Conception (Sp)

Accursed Zombies can cast a limited form of curse

corpse (see below) on their victims. Any corpse killed or
discovered by an Accursed Zombie triggers the creature’s
need to procreate. The Accursed Zombie will kneel next
to the corpse and begin drawing the Sigil of the Cursed
Corpse on the body (though no Craft check is required.
All Accursed Zombies can create this sigil flawlessly).
Once the sigil is complete, the victim rises as an Accursed
Zombie on the creator’s following action. A humanoid that
becomes an Accursed Zombie in this way retains none of
the abilities it possessed in life. It behaves like an Accursed
Zombie in all respects.

Type: The creature’s type changes to Undead.

Weaknesses: Accursed Zombies suffer from the following

weaknesses:
Magical Creature (Su)

Accursed Zombies are creatures animated through the Sigil
of the Cursed Corpse. Because of their magical nature,
Accursed Zombies are incredibly resilient to damage and
nearly impervious to any sort of lasting harm. An accursed
Zombie takes HP damage normally, though like all undead,
they are immune to subdual damage. On the Accursed
Zombie’s following initiative round, it heals all HP damage
dealt in the previous round, so long as the Sigil of the
Cursed Corpse remains unmolested on its body. To destroy
the sigil by defacing it, an attacker must target the sigil
itself. To attack the sigil directly, the attacker must make a
successful decapitation attack and deal no less than 10 HP
of acid, fire, slashing, or piercing damage. A critical hit will
also destroy the sigil, if the base damage of the hit exceeds
10 HP and the damage is of a type mentioned above.

Any attack that deals 60 or more Hit Points in a single turn
destroys the body utterly, circumventing the need to target
the sigil.

Because the sigil animates the Accursed Zombie through
magic, it can be easily dispatched through magical means.
Dispel magic and remove curse can disrupt the magics

of the Sigil of the Cursed Corpse. Furthermore, if an
Accursed Zombie enters an Antimagic Circle or touches
an Antimagic Glyph, the Accursed Zombie gains one
negative level per turn of contact. These negative levels

are automatically permanent, and an Accursed Zombie
reduced to 0 HD through exposure to Antimagic is
destroyed. Such a zombie cannot be reanimated under any
circumstances

CONTAGION
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Accursed Zombie (Mcdium Tndead) An Accursed Zombie can be created only from a mostly

CR /2 | DEF 4 BAB +1 intact corpse. The corpse must be that of a once living

STR T Tomd (4 '}%‘“mh Crapple = creature with a true anatomy.

DEX T1 | Flat Footed 4 Reach 5 Required Material Component: In order to cast this spell

CON — HD 4d12 ES 5 by 5’ s .

T — 7 T T on a corpse, the caster must carve the Sigil of the Cursed

WIS T0 | MAS — FORT 1 Corpse into the flesh of the Accursed Zombie with a

CHA 1_]INIT 10 REF il sharp implement. This requires a Craft (Visual Art) check

CP — SPD 20’ WILL +4 . .

Attack | ¥3 melce slam (1d672) T3 melce bite (1d872), 73 at DC 15. If this Craft check fails, the corpse cannot be
melee dlaw (1d6+2) reanimated, and the caster must recast the spell to affect

Full +4 melee slam (1d6+2) or —1 melee claw (1d6+2), -1 h cul While Magi £ hi 1

Attack | melee claw (1d6+2), and —3 melee bite (1d8+2) that particular corpse. tle Magi may last-cast this spell,

the sigil takes at least 1 minute to carve properly.

New Spell

I " Due to her studies with the Council of Tears, Sara
Whitaker was able to learn an unusual spell that allowed
. her to create Accursed Zombies. Curse corpse is a variant
of animate dead, which allows the caster to create self-
propelled zombies with a drive to procreate. This spell is
extremely dubious in nature and frowned upon by most
£ magical societies outside of the Council of Tears and the
Ascendant Impetus.
# If characters search Sara’s basement, they may find her

%4+ notes on casting this spell (Search check, DC 20). This will
~ allow the characters to learn this horrible spell should they

choose.

Curse Corpse

Necromancy (Evil)

Curse Corpse
Level Arcane 4, Range Touch
Infernalist 4,
Pacan 4
Components V,5,M Target One or more
corpses
touched
Casting Time 10 Min./ Corpse | Duration Instant
Saving Throw | None SR No

* This spell turns the corpses of dead creatures into
\ Accursed Zombies that follow your spoken commands.
The undead can follow you, or they can remain in an area
and attack any creature (or just a specific kind of creature)
entering the place. They remain animated until they
are destroyed. (A destroyed Accursed Zombie can’t be
animated again.)
A spellcaster can’t create more Accursed Zombies than his
caster level with a single casting of curse corpse.
The undead you create remain under your control
. indefinitely. No matter how many times you use this
spell, you can control two Accursed Zombies per caster
level at one time. If you exceed this number, all the newly
created Accursed Zombies fall under your control, and any
" excess Accursed Zombies from previous castings become
uncontrolled, though you may reassert control through
_ ,_ other means (such as Command Undead or Rebuke

~ Undead).

CONTAGION < 8 O WAKING THE DEAD




T

LINN STREET

CHERRY STREET

LATHLS HI+

LA9dLS ANC

[
P

KINGS
MAP KEY

+T WITCH HOUSE

ROMERO DRIVE

e
—
wn
o
Tl
tTi
i

== RAILROAD TRACK

Qo CHAPEL
@ THE HAMMOND
>,  HOUSE
77/ AUTO SHOP

LINCOLN AVE .
ON STREET 1] ROADHOUSE

& Grasio

MAIN STREET

LONIHSVM




@NTAGION

% APPENDIX A: OPEN
GAME LICENSE

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game
_ Content; (b)”Derivative Material” means copyrighted
" material including derivative works and translations
# (including into other computer languages), potation,
" modification, correction, addition, extension, upgrade,
% improvement, compilation, abridgment or other form
" in which an existing work may be recast, transformed
2 or adapted; (c) “Distribute” means to reproduce, license,
. rent, lease, sell, broadcast, publicly display, transmit or
i otherwise distribute; (d)”Open Game Content” means the
" game mechanic and includes the methods, procedures,
" processes and routines to the extent such content does not
.. embody the Product Identity and is an enhancement over
. the prior art and any additional content clearly identified
~ as Open Game Content by the Contributor, and means

: any work covered by this License, including translations

i . and derivative works under copyright law, but specifically

. excludes Product Identity. (e) “Product Identity” means

‘ product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue,
 incidents, language, artwork, symbols, designs, depictions,
' likenesses, formats, poses, concepts, themes and graphic,

. photographic and other visual or audio representations;

" names and descriptions of characters, spells,

. enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments,

y creatures, equipment, magical or supernatural abilities or
Lol effects, logos, symbols, or graphic designs; and any other

¥ trademark or registered trademark clearly identified as

# Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f)

' “Trademark” means the logos, names, mark, sign, motto,
- designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the
3 + Open Game License by the Contributor (g) “Use”, “Used”
~ or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material

g of Open Game Content. (h) “You” or “Your” means the

licensee in terms of this agreement.

2.The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by
the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this

License.

3.Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of this

License.

4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with

the exact terms of this License to Use, the Open Game

Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the

rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game ContentYou are copying, modifying or distributing,
and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of

any origina] Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use

any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark

or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly
licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The
use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open

Game Content shall retain all rights, title and interest in
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and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you

are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed

under any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game ContentYou
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the

Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with respect
to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may

not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically
if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this

License.

14. Reformation: If any provision of this License is held to
be unenforceable, such provision shall be reformed only to

the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of
the Coast, Inc.

System Reference Document Copyright 2000-2003,
Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, Rich Baker, Andy Collins, David
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff,
Thomas Reid, James Wyatt, based on original material by
E. Gary Gygax and Dave Arneson

Modern System Reference Document Copyright 2002-
2003, Wizards of the Coast, Inc.; Authors Bill Slavicsek,
Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David

Noonan, Stan!, based on material by Jonathan Tweet,
Monte Cook, Skip Williams, Richard Baker, Peter Adkison,
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.
Netbook of Feats Copyright 2000 Fantasy Netbook
Community Council - Authors: Agustin Martin, Alan
Sullivan, Alan Z. Eisinger, Albert Nakano, Anne Trent, B.
Marcus Lindberg, Bradley H. Bemis Jr., Brendan Quinn,
Brian A. Smith, Carl Cramér, Chris Meravi, Curtis
Bennett, Daniel Langdon, David Spitzley, Dominique
Crouzet, Eric D. Harry, lan Cheesman, Jerry M. Chaney
II, John O. Lamping, Jose Lira, Joshua Turton, Marcus
Lindberg, Mark Koh, Michael J. Kletch, Paul W. King,
Peter K. Campbell, Rafael Arrais, Rebecca Glenn, Rick
Coen, Robert Michael Ogilvie, Scott Metzger, Sigfried
Trent, Steven J. Damon, Sébastien Adhikari, Terje
Kristian Backman, Timothy S. Brannan, Troy Lenze, Tyson
Neumann, William Batok, William Setzer

ANYTHING GOES COMBAT Copyright 2001, Anne
Trent, Sigfried Trent

ANYTHING GOES LONG Copyright 2001, Joshua
Turton

BODY COMBAT Copyright 2001, Carl Cramer
CLEAVE ASUNDER Copyright 2000, Michael ]. Kletch
and Revised by the Netbook of Feats Review Board
CLINCH Copyright 2000, Carl Cramer

DUCKING SHOT Copyright 2001, Albert Nakano
IMPROVED COMBAT FOCUS Copyright 2000, Michael
J. Kletch

IMPROVISED WEAPONS Copyright 2001, Carl Cramer
WEAPON JUGGLE Copyright 2001, Carl Cramer
ATTRIBUTE TRAINING Copyright 2002, Rick Coen
FORTUNE Copyright 2001, Carl Cramer

HARDY BRAWLER Copyright 2001, Bradley H. Bemis Jr.
LIGHT SLEEPER Copyright 2001, Carl Cramer

SILVER SPOON Copyright 2001, Sigfried Trent,

Revised by the Netbook of Feats Review Board SKILLED
Copyright 2002, Alan Sullivan

UNCANNY REACTION Copyright 2002, lan Cheesman
Book of All Spells, Copyright 2003, Fast Forward
Entertainment, Inc.

Cloud Warriors, Copyright 2003, Fast Forward
Entertainment, Inc.

Codex Arcanis, Copyright 2001, Paradigm Concepts, Inc.
Complete Monstrous Fighter’s Compendium, Copyright
2003, Fast Forward Entertainment, Inc.

Complete Monstrous Undead Compendium, Copyright
2003, Fast Forward Entertainment, Inc.

Complete Monstrous Wizard’s Compendium, Copyright
2003, Fast Forward Entertainment, Inc.

d20 Modern Price Guide Copyright 2005 Offworld

APPENDIX A

< 11 > OPEN GAME LICENSE




@NTAG!ON

" Endevours Contagion Revised Edition, Copyright 2006, Aegis Studios
. Devil Player’s Guide, Copyright 2003, Fast Forward Waking the Dead, Copyright 2007, Aegis Studios
2 Entertainment, Inc.
A :',_' Dragons, Copyright 2001, Alderac Entertainment Group.
¢ Dungeons, Copyright 2002, Alderac Entertainment
Group.
~ Encyclopedia Arcane-Chronomancy, Copyright 2002,
Mongoose Publishing.
_ Encyclopedia Arcane-Constructs, Copyright 2002,
. Mongoose Publishing,
. Encyclopedia Arcane-Elementalism, Copyright 2002,
g Mongoose Publishing.
s Encyclopedia Arcane-Enchantment, Copyright 2002,
% /¢ Mongoose Publishing,
#"~ Encyclopedia Arcane-Illusionism, Copyright 2002,
.‘ Mongoose Publishing.
_ Encyclopedia Arcane-Chronomancy, Copyright 2002,
o Mongoose Publishing.
‘ Encyclopedia of Demons and Devils II, Copyright 2002,
~ Fast Forward Entertainment, Inc.
; h Encyclopedia Divine-Shamans, Copyright 2002, Mongoose
e Publishing.
; . EverQuest: Role Playing Game Player’s Handbook,
Copyright 2002, Sony Entertainment America, Inc.
¢ Evil, Copyright 2001, Alderac Entertainment Group.
. Forged in Magic, Copyright 2002, Paradigm Concepts,
B Inc.
" Gods, Copyright 2002, Alderac Entertainment Group.
- Good, Copyright 2002, Alderac Entertainment Group.
L' Magic, Copyright 2002, Alderac Entertainment Group.
" Mercenaries, Copyright 2002, Alderac Entertainment
o~ : Group.
& 4 Monster, Copyright 2002, Alderac Entertainment Group.
s + The Quintessential Cleric, Copyright 2002, Mongoose
" Publishing
The Quintessential Druid, Copyright 2002, Mongoose
" Publishing
+ The Quintessential Paladin, Copyright 2002, Mongoose
o " Publishing
¥ The Quintessential Witch, Copyright 2002, Mongoose
- Publishing
¥ . The Quintessential Wizard, Copyright 2002, Mongoose
. Publishing
Relics and Rituals, Copyright 2001, Clark Peterson
#¢ Spells and Magic, Copyright 2002, Bastion Press, Inc.
Spells & Spellcraft, Copyright 2002, Fantasy Flight, Inc.
' Undead, Copyright 2002, Alderac Entertainment Group
R4 Villains, Copyright 2002, Bastion Press, Inc.
» War, Copyright 2000, Alderac Entertainment Group
© Contagion, Copyright 2004, Aegis Studios
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